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% of titles in top 10 in 2015 for more than 12 months 


Movie Industry 
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The promise of games-as-a-service 


eg® 


• Puts the player at the center. 

• Boosts retention and engagement 

through continual content updates. 

• Boosts revenue by building and 
monetizing relationships with players. 
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The reality of games-as-a-service 


• Putting player at center is hard 

• Requires many moving pieces 
that must communicate 
seamlessly. 

• Lots of technologies to 
integrate together 
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Representative services 


A/B Testing 
Advertising 
Analytics 

Attribution Tracking 
Backend-as-a-Service (BaaS) 
Community 
Consulting 

Content Management 
Customer Service 
Distribution 


Dynamic Pricing 
eSports 

Fraud Detection / Security 

Game Engine 

Localization 

Messaging 

Multiplayer 

Payment & Billing 

Social 
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A/B Testing 


What it is: 

Run tests to optimize game performance 
based on real player behavior. 


What it helps: 

• Retention 

• Engagement 

• Monetization 


Often combined with: 

• Messaging 
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Example companies: 

/7\ 

STOREMAVEN 

leanplum 

<sw/ve 

nudge 



Advertising 


What it is: 

Sell ads to advertisers; buy ads targeting 
players likely to play your game. Many 
price models (CPM, CPC, CPI), formats, 
and sources. 


What it helps: 

• User acquisition (new installs) 

• Monetization (sales, events, ad-sales) 

• Retention (re-targeting) 


Often combined with: 

• Attribution, analytics, optimization 


Example companies: 



Fyber 


unity ads 

^=m93rS°ffiti§ inmOBI 

Chartboost^ i 

^admob 


FIKSU 

LIFESTREET 


VimqU- 
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Analytics 


What it is: 

Measure what is going on inside your 
game, to gauge success and determine 
how to improve it. 


What it helps: 

• Everything 


Often combined with: 

• Machine learning, optimization 


Example companies: 

appuri 



mniata. 

8 technology Segment 


UPSIGHT 


-^AMPLITUDE 

Ninja Metrics® tteyondCORE 

mixponel Q J inad 

r~ P. k a r~ r\ 


'O. whally 



delta DNA 


Ninja Metrics* BeyondcoRe 



FRAMED unity ^ 

FLURRV^ y W 


GameAnalytics 
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App Store Optimization 


What it is: 

Improve marketplace visibility; analyze 
competition in app stores; monitor app 
store performance; help with ratings 


What it helps: 

• User acquisition 


Often combined with: 

• Analytics 


Example companies: 

AppAm ® 


SensorTower 


APPTIMIZE 


THINK 

GAMING 


& 

polljoy FRF1CEI15US COin 
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Attribution Tracking 


What it is: 

Determine effectiveness of ad campaigns 
at driving players to your game. 


What it helps: 

• Ad campaign ROI 

• Enables certain CPI pricing 


Often combined with: 

• Analytics, Advertising 


Example companies: 

Tune 

KOCHAVA* 

®tenjin 






nppsFlyer 
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Community 


What it is: 

Tools to help you create an engaged 
community of fans around your game. 


What it helps: 

• Engagement 

• Retention 


Often combined with: 

• Multiplayer 
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Example companies: 


^Oinversoft 

I INNERVATE 

RGORR 

GRIDES 

□ 

% 

FORUMS 

cnsp 
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Consulting 


What it is: 

Experts to help you improve one or more 
aspects of your game, or even operate it 
for you. 


What it helps: 

• Everything 


Often combined with: 

• Analytics 
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Example companies: 

AdrianCrook 


MG 


Mobile Game Partners 




Content Management / Distribution 


What it is: 

Deploy new content for your game post- 
launch, typically without requiring an 
update. 


What it helps: 

• Engagement 

• Retention 

• Monetization (less so) 


Often combined with: 


Example companies: 

Q GitHub 

JU 

alienbrain 

STREAMFRAME 

SOU l^TATE 

n f t w n ft k; i 

Bp.. CORPORATION 

^Akamai 

jrf amazon 

(VL cloudfront 
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Crash Reporting / Debugging 


What it is: 

Report game crashes, and log game data 
to help developers debug their apps. 


What it helps: 

• Customer satisfaction 

• Engagement 

• Game performance 


Often combined with: 

• Logging, analytics 


Example companies: 

J-^crashlytics 



loggly 


fabric 





HOCKEYAPP 

pagerduty 

BugSplat 
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Customer Service 


What it is: 

Tools to help you support your players, 
typically by tracking support tickets or 
reporting game crashes. 


What it helps: 

• Customer satisfaction 

• Retention 

• Cost of providing support 


Often combined with: 

• Surveys / polling, social 


Example companies: 

Ozendesk 


<$Apptentive 
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Dynamic Pricing 


What it is: 

Dynamically set pricing of in-game items 
based on player's demonstrated 
willingness to pay. 



Example companies: 


scientific 

revenue 

■l THE 

■ ■LOADOWN 

[XtYio * 

Gondola 
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eSports 


What it is: 

Help players compete against each other 
in tournaments involving your game. 


What it helps: 

• Awareness (user acquisition) 

• Monetization 

• Engagement 


Often combined with: 
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Fraud detection / security 


What it is: 

Detect players attempting to cheat, steal, 
or otherwise behave fraudulently. 


What it helps: 

• Monetization 

• Quality of community 


Often combined with: 


Example companies: 

•> sift science 



panopticon 
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Game engine 


What it is: 

Core technology used to build the player- 
facing, client-side component of your 
game. 


What it helps: 

• Save time, risk, cost 

• Game quality, scope 


Often combined with: 

• Services 


Example companies: 

^maxplay ^Ullity 


y COOKED 



GAAUA 

^ Wonmebrvo 



4 ADOBE AIR 





UNREAL 

ENGINE 
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Localization 


What it is: 

Translate your game into other languages 
to increase the size of your market. 


What it helps: 

• Everything 


Often combined with: 

• Distribution help 


GDC 




GAME DEVELOPERS CONFERENCE March 14-18, 2 



Example companies: 


M 


Synthesis' 



SMARTLING 

Be Everywhere 



II m% 

native 

prime 

Tethras 

exequ® 

ore proauc&oo & looofto&on connporw 



Messaging 


What it is: 

Communicate with your players, both in- 
game and out-of-game. 


What it helps: 

• Engagement 

• Retention 

• Monetization 


Often combined with: 

• Segmentation, A/B testing 


Example companies: 

^ ONESIGNAL 



Customer.io 



URBAN 
AIRSHIP 
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Multiplayer 


What it is: 

Tools or technologies to help your players 
play together. Includes synchronous and 
asynchronous; competitive and 
cooperative. 


What it helps: 

• Saves time, risk, cost 

• Retention 

• Engagement 


Often combined with: 
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Example companies: 


%/<# 


photon 


SmartFoxServer 

massive multiplayer platform 



Payment & Billing 


What it is: 

How you get paid, across multiple 
platforms, currencies, geographies, 
methods. 



Example companies: 


i 

Ifipaymundo 

Gloeor Pa/men Sokxam 


1 PAYZOFF 


ALTAPAY* Payi/ 13 Pay™* 

ailycn ^capture Accerafy P/^PPO 

i |jd V JUI ILU L_J rT 

/ payments 

fj payment Mim fr, Payment Bills 

express' 

Cashflows 

1 ALGOCHflRGE lalCASHR UN l 

Global Processing Solutions jmJ. 

©dragonpay ^ ^ 

Merchant Pay > EBATsJX ^ globalcollect 

instabill? •• 


PaySeuare ^Paysitecash paypuntoEf rfo peach 

°" , ''""" irr " VL/ paymei 

* i Paymentwall 

bitpay % CHRONOPAY 


©BalMcPay 


PAYVISION 

Global C»rd Processing 


Pay^3 

^CoryusPay 


dgitsl payments wefts 


I Intelligent 

Payments KINGPAY 


Safepay 

Smart Payment Services " 0 

sage pay TeSeCash tjjp 


trialpay 

vindicia 


m pay* NextPay te SecurionPay 

mobile payments Next Generation Payments 

wirecard X i O II ▲ 
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Social 



What it is: 

Helps with engagement via social 
networks, including recommendations, 
notifications, offers 


What it helps: 

• Monetization 

• User acquisition 

• Retention 


Often combined with: 

• Analytics 


Example companies: 

QQebSodai ($1 EXTOLE 

tr*k 
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Trends 

• Consolidation 

• Integrations / Suites 

• Shift to broader apps market 
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Backend-as-a-Service (BaaS) 


What it is: 

Provides one or more of the backend 
services needed to run a game-as-a- 
service, typically as an "all-in-one" 
offering. 


What it helps: 

• Lowers cost, risk, and time-to-market 

• Built-in best practices, better tools 


Often combined with: 

• Analytics 


Example companies: 

<0) PLAYFAB® 

4 GAMESRARKS 

Skeo Hertz 

{epic : ' data ' } 
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Questions? 


james@playfab.com 
twitter: "gwertz" 
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